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EDITDR'S OPENER

AH, don't be afraid. Don't be ashamed. Yes, you've noticed it. A pattern has been developing
right under your nose. It was in issue #1. It incidiously made its way into issue #2 and... oh God...
it's in issue #3. THE EDITOR'S PAGE!! (Well most of a page, sec issue #2 for details). When I sit
back to write this page. I always wonder what's important enough to mention (and if anyone's going
to read this page anyway). Well, I think I'm ready to tell you what I categorized as important.

First, thanks again 10 our old standards in the Ans Deparument. Last issue we kept James LeDuc in
2 dark cage with pen, pencil, and eraser in one hand and my co-editor widdeling away at his other
hand yelling "Draw faster] Deadline is in two days!!!" Thanks James. Also Jeremy Stanton was
subjected to the foot-in-vise procedure for exacting artwork. My foot goes in a vise and then I kick
him with it until the At is done. Thanks also to the brief artistic appearance of Low Passage's very
own Bill Burg. We welcome Eric Sexton this issuc 10 the Ant's Depaniment. You'll see some of
Eric's work in this issue and hopefully more in later issues (that's a big hint to keep sending that art,
Eric). We can still use more art, however, from the perusing masses out there. You know who you
are (you bought this mag) and you know where 10 send it (see backcover for address). Weallo
warmly welcome John Sullivan, local writer extraordinare, to our pages this issue.

Speaking of submissions, we have a preliminary submissions sheet for Artwork and for Articles.
If you are interested in being a pant of NCRP, but are not sure what to do, write us with an SASE and
we'll send you a copy of each of our submission pieces. The Art's page gives you tips on how to
give is the highest quality, reprintable items. The Anticles page gives you an idea of what we have
and what we.want in an anticle. Nwofeonmyoudoutneedtogathuemuﬁunulomkc
submissions, but maybe it can help.

Qunua:pammfamhummauygmwtosswmrmm This is due to the
postal increase for mailing a letter. We are also looking for more articles. I have yet to change my
address due to the flood of mail 1 am expecting, but I want to move... So write our address. Besides
articles, we wnat to know what you think of the magazine. What would you like to see in it. We
can't put what you want in it without knowing what it is that you want. We're waiting...

Ads and Classifieds. Rates have not changed. Rates are $1.50 for a 2" X 3" copy ready ad (that's
a business card size ad). $7.50 for a 1/2 page copy ready ad. $15.00 for a full page copy ready ad.
For what these ads look like az final size, see the Hobby House ad and the Troll's Lair Portraits ad in
this issue. All ads must be copy ready and will be reduce 64% for our format. Send to the NCRP
address with payment 10 Barry Osser/NCRP.

I am currently involved in a Traveller History Writing
Group (HTWG) and would like to ask all of you out there
with material on VARGR to please write me and tell me
what you have. I am trying to collect as much
information of VARGR as I can. I am also interested in
what you may have dope with VARGR cither in your
Traveller game or as a VARGR player character. Please

write me and tell me all you know.

Speaking of Traveller, the game is having its 10th
anniversary. Pretty good for a roleplaying game since the Influence
only other game to last this long or longer is D&D. We the FUTURE!
are planning a special Traveller issue with #4 0 celebrate
this special birthday. If you have an article for Traveller Join HIWG

that you would like to see in print, please send it to us at

the NCRP address. Our submissions deadline is April The History of the Imperium

23rd. Now, it may happen that we get backlogged with § yorking Group is conducting

articles in which case we will move the Traveller issue to postal discussions of the

#5. We hope to hear from you. Of course those of you future history of the

out there who don't have much interest in Traveller will § y.5erjyn and contributing to

e :;nnm!o pﬂ.m:?. S ool romsier: oy sissouniss sl its developaent. Annual

=2 o becr 5 = dues: $12. Includes the
bi-sonthly newsletter
TIFFANY STAR, general HIWG
forum supporting campaigns
in the Rebellion Era. Write

to Ed Edvwards, 1410 E. Boyd,
Norman OK 73071.




Vaunpyres:
The powers of a Nozfersto for GURPs
By John Sullivan

Background and Attributes-

Vanpirig is a slow change for the most pant. Initial changes begin immedimely, other changes
will come with time, unless steps were taken 10 make the victim a true Vampyre right off. Afier ten
years as a Vampire, the creamure will realize their new abilities on a 3 dice 1Q roll. They get the
chance t0 make this roll coce a month until they make it. Upon making the roll, they are in effect,
Nosfernam or King Vampyres.

A Nosferans has a Sarength of between 20 and 30. Their Dexierisy is very high, rarely below 18,
and their Intelligonce is usually berween 16 and 18. Their Health ranges berween 15 and 20. Their
Move eate depends on the partcular form they are in. The Vampyte has four basic forms- human,
wolf, bat, or mist.

In bumnsan foam, they move st their calculard rate (DX + HT/2), but teat them as if they have the
Running skill at their basic HT level. In wolf form, add 1 to their Move rate. In bat form, add 2 10
their basic Move rase, While they are in mist foan, divide their buonan-form Move rate by two (round
down) to find their move in this form.

Although they could cancrivably wear any fype of anmor, they disdain any metal armor; feeling, in
their armogance. 10 be abgye such protective oceds. It is believed. however, that the Vampyre is not
sble to change metal when they shape-ghift. So, when wearing chainmail. the armor would be left
behind when they became a bat or mist, but in wolf-form, the Vampyte could become trapped in it.
The "fabric’ armors such as cloth and lesther, change shape with the Vampyre. This might be due to
these armor types having once been alive in the gon-armor state.

Attacks and Abilities-

A Vampyre may anack many diffaent ways. They may choose 10 attack bare-handed, using their
great Swength, or they may bise wtilizing their blood drain. They may Ty 0 change their shape, or io
meally dominam another being, of susmmon any of the creamures under their command. They may
even alter the wemther, bat they may do only gne of these per numn.

When a Vampyte antacks bare-handed, they may do either crushing or slashing demage. They do
mmmmmamuww.mwymm Use their

claws. In this form, their hands bocome almost taloned. Vampyres are -4 with their ‘off hand.

The Vampyre can bite a victim if they choase. If it is dooe during cornbag, the atack is a1 -5 as it is
a form of head ghot. The antack is amsidered to be an impaling ooe, and thrust +1 is the amount of
daraage the fangs do. When the Varapyre is biting (0 use their blood drain abilixy, no matter how
many points of damage get throught the ammor, the victim only takes 2 hits of actual damage 10 their
hit points. In addition to this wound damage, they lose up t0 4 ST from the blood draim. The
Vampyre, in effect, has the victim in & pin. They drain 1 ST per tum for up to 4 ums. Druining any
more blood than this has a lethargic effect on the Vampyre; a system glut. The Vampyre
contim:e 10 drain up to 4 mose ST points of blood/fatigue from the same or another victim (up to
total), but the Vampyre is -1 Move and -1 DX and -! with all &kills and powers per 1 ST dramed over
4. The effect of this glut lasts one hour.

If the Vampyre has sustained any damage (with the exception of daraage from Spells or Holy
Water/Objeas), they anmediately regencruie as many HT and/or ST poinss as they dramed from their
vicum, up o their original HT score. A Vampyte cannot raise their ST or HT higher, from draining
blood, than it was 10 begin wizh.

A Vaawyre may alter form, taking one tum 30 do 0. They keep the same ST, DX, IQ, and HT as
they had before the ransformarion. The different forms have difierent advauages and limitsiors.
They caonot use their Charm ability while in wolf or mist form. They cannot alter the weather excepr



1f the victim does not die from a third or later bite, and the Vampyre is driven off, the next time that
character is killed, they will rise three nigits later as 2 Vampire. Their ST is raised to 20 and their HT
is half again what it was (up 10 20). Their DX and 1Q remain the same, but they arc under the
command of the Host Vampyre. If some sont of cleansing is performed (magical or clerical), the
victim will not rise as 2 Vampire. If the Host Vampyre is slain before the three days are up, the
victim gets a ST roll ar +4 not 10 rise as a Vampire.

Immunities and Limitations of a Vampyre-

A Vampyre is not affected by normal weapons. Silver and magic weapons do full damage, and
edged wood weapons that impale can also hurt them if they hit effectively. To effectively harm a
Vampyre with a wood weapon, the antacker must make their attack at -10. This is because they are
targeting the weapon at the Vampyre's heart. If the weapon his, it does triple damage, as this is
congidered a vitals shot. An edged wood wespon does 1 point less of damage than its metal weapon
counterpart. Thcy:hohwehﬂfdwbmqekammndhuponuoftbcmenlvm
Effectively, only daggers, foils, sabers, rapiers, spears, javelins, and shortswords can be made this
way. Amwncmmmmmmm;wmumam These
wood weapons rules do not apply to arrows and quarrels. An ordinary arrow or quarrel will affect a
Vampye like a wood wespon, doing tripie damage if it hits at a -10. The costs for these wespons
(except the amrows and quarrels) are twice the cost of a metal weapon, as the wood must be
fire-hardened and worked to make it hard.

ShoolngumynbedmagedbySpemuodmd.ugelkel to hurt them, such as lascrs or
dragon's breath, they can regenerate this dmgeaumeofl!rrpuhmrspemm.mchw
coffin or on their native soil.

mmgmeday.aVuwymdoumh:vemyofhnpow: If they have been a Vampyre for at
least three mwmummwmmmmxonlmumsrw
tum for every tum they are in sunlight, direct or indirect. All Vampyres are -4 DX and DX based
Skills during the day. At that time, they can be harmed and/or killed by ordinary weapons.

Avmmmm.mmwm«m;mmmm
act of Will. This takes one tum and the character trying mast make an IQ roll. If the characier does
0ot have some sort of priestly skills, the roll must be made at 4. If the roll is successful, the
Vampyre must flee back to their native soil/coffin and rest for the durstion of the night. Usually
holy symbol, such as a cross, must be used in warding off Vampyres.

A Vampyre has peripheral vision, like the advantage at no point cost, during the hours of darkness
A Vampyre will know crested images or illusions for what they are, and cannot be affected by them.
They can sense creatures which are invisible, and can attack them at -3 DX., They can see in the
?m&awwmmmwmdmmm-—zmhmm

thaednmiﬂdumgduday(dnmmm).ﬂwymbepummﬂykiﬂadby
driving a wooden stake through their heart, decapitating them and buming the remains. A stake
wmmwmu&m inflicting & wound that cannot be while the
stake (nsually wood) is sull Fnaal. If the stake is removed, they regenerste § HT per tum until they
have a positive HT score At that point they must foed on blood or rest in their native soil to
restore the remainder of their

nm»mmm the nigix, they tum to mist and must resum to their native
soil/coffin to regenerase their HT. 'l'hisisulmofllfrpabm. If their HT is lowered to -HT in
hit points or more, they assume human form and are considered o be unconscious, and may be killed
by the above method of driving a stake through their heart, or by magic or dragon’s breath.

Vampyres are long lived and tend to be clever. The older ones are the most dangerous and will not
enter into a conflict without first sttempting to remove any obvious threats to their existence such as
wizards or clerical characters. They may choose not to attack at all, trying insvead to lull the panty ito
a false sense of security, and dispatching them one at a time. Vampyres can go for a long time
without blood, but after three full days of doing so. they lose all of their powers until they feed on
blood. They begin to age in appearance, appearing as very pale, grey haired old men and women.
Thnrﬂuhﬂved,hnhmofmeummmmdnm Upon feeding, their powers are
restored to them in full, on the next run and they regain their full ST and youthful appeasance.

They can feed off of any warm blooded creature. They can and often do feed upon animals, but
prefer the of mankind; mankind being a delicacy over the mundane dumb animals. Vampyres
savor the as well as the blood of their victims, gaining a perverse pleasure by toying with their
victims. This is why they are so dangerous, bem;uhnglﬂyndaptdvl:gfedmym This is
also their greatest weakness, as this attirude usually leads to arrogance overconfidence.



damage, or they can bite using their tecth, doing an impaling attack at thrust +1. In bat form, they
unﬂycndmmmqndﬂtobehnduetommdmnvenbdry in mist form, they cannot
attack or be amacked, but they can scep under doors and between cracks

Cammanding osher qeanmres is also an sbility of a Vampyre. ‘l'heynnymnmdacmmﬂof
other crasnures, but only one specific type at a time. For every ST point the Vampyre has, they may
mmnm;;nllfcmmlmnmmym. For every 2 ST points, 1 Vampire Bat. For every S points of
ST, one w

ForeverleSTpoman:pymhn they may make and conool one other weaker Vampyre.
Evmwhﬂemnﬂngodmmdumemﬂhumolmmyme
hsve made. A!mypwu.mmewakuVlnSyn equal or greater than their master, they
may chalienge the other Vampyre to combar. Usually, bowever.aﬂos( Vamnpyre is clever enough
not to let their minioas get too stong. If a Vampyre makes more Vampyres than they can control,
they lose comurol of the ones that were made first.

A Vampyre may comsnand the weather itself. It costs the Vampyre in ST points. This is weared
like fatigue damage, and remms a1 a rate of 1 ST per 10 minutes. or at a rate of | ST per minute they
spend resting m their native soil. It takes one turn to change the weather. The asea effected is | yard
out from where the Vaopyre is eanding, in a radius, for every ST point the Vanpyre has at the tame
they started 10 alter the weather. A Vampyre camux change the westher from ¢lear to gnmming in one
secnad. It tgkes as many rumas for the effect 1o take place as she ST cost for the effect. The Vampyre
axpends the ST once for the effect, and within a czrain amount of turns. the effect takes place.

FQG:All characeers are 4 DX and DX based Skills in this Fog. Unless a characver can detect heat
vnemsorhnmod:ascnofumuwedvision.theirsighnslinhedtoSyuds. This costs the
ampyre a minanum of 5 ST and lasis 2 minutes per ST used.

YYIND:All characvers are at a -2 DX and Dx based Siills, creanures with a basic ST less than @ are
knocked down uniless they make a ST roll. Each bex of movement cosis double what it normally
cosws. This eosws the Vampyre 3 ST for every minsee it lass.

RAIN:All characrers are -3 DX and DX based Skills. All onc hex figures (except the Vampyre)
must make a DX roll to avoid falling down, if the chaacter tries to move more than 1 yard per tum.
This RAIN blows away FOG and puts out most fires. It cosws the Vampyre 4 ST for every mimne.

STORM:AIll characters are at -3 DX and DX based Skills, there is both WIND and RAIN.
Movernen costs are doubled and a DX roll must be made to move wishout falling. The roll is -1 per
haofmnlmcvmmax&p\d If the roll is failed, the character falls down. The V: can
summan down LIGHTNING BOLTS from the sky, any tum after the first tum of the STORM,
doing 4 dice dsmage. THe Vampyre rolis against their DX to hit a targer with the Lighming. ST cost
is 6 for sach 12 mrus; and 4 ST for each LIGHTNING BOLT.

Vampyres can also attermpe 10 Charm or Conrol humanoid beings, such as player ehancers and
characer races. The target st make an IQ roll at 4 1o resist this conool. There is no tum limit to
this Control, but it cosss the Vampyre 5 ST regardless if the target resists or not. Each mirurte, the
vicdm gets another IQ roll, with a cumulative -1 subtracved from thier die roll. The longer you are
controlled, the harder it is to break that coaral. This contro! is ltmited, however. A Vampyre can
cantrol only ooe characier at a time this way. All of their concenfratiom is direcied t0 one target. And
they cannot control other crearures (such as bats, rats, or wolves) or alter the weather while
cantrolling their vicims. .

The victims of a Vampyre are affected as follows. Every and any smme a victim is binten. they lose
up to 4 ST points. This can affect their fighting status, as earlier memioned, becanse their ST is
seduced. For every day of rest, they regain | ST point if they make a basic HT roll. If a Vampyre
bites the same character twice, in addison to the ST loss. the character is further affected. The
Vampyre can wry to assume a Charm on than, whenever they are within as many yards as the
Vampyre's IQ. This does poi cost the Vampyre any ST, even if it works. This effect lasts for one
week unless the victim gets some son of cleansing, such as an appropniate spell, esc. The victim does
get an 1Q roll at 4 to ay to resist the Charm anexape.

In ocder for a victirn or eharacter 10 become a Vampyre, they must have been binten and suffered
blood druin at lcast three times by a Vampyre. If they die at any time from the Vampyre's bite (s
victim dies when their ST is lowered 10 0), they may risc as a Vampyre three nights laser if the Mastes
Vanpyre wills it and makes an IQ roll.



Low Passape
By Bill Burg

The Advanced Assassin!

The original Astexin class was preaenced in the Paranoia Press boak “Scomes and Assassins”, but
chnmmd:wmmnbunsymmhhtmmmmedmmm'nncmy
This character geneswrtr, gimilar in style t0 the "Mercenary™ rules, will make characrers who can kill
m-ﬂmm

Procedare: Admiszion t0 the Assassins requires a roll of 9+. DM's: DEX 8+, +1; INT 9+; +1.
Re-cnligmen is a 6+

Resolwioa: Each teym, roll for Term Assignmers.

Private: Amasxin works as a free agat.

Organizaton: Amsaas work with an agniziiad such as the Order of Amaxxing.

Each year, roll for Yearly Assignmens
AsxmExiraion:

Kills: Insead of Decoration, a Kills roll is included. The roll on this table minus the Kills roll
adicates the number of people the assassin offed that year. This number should be added to a
rumning total: Por each Iall the character receives Cr. 100. If the character keeps track of the ol
:lm:mdmmd reaches a total of 100, he/she is eligible for Hog Hoaven membership (sce

law)

Tearmn asigmmene Roll 2D:
Roll Assisnment
16 Privae

7-13 Ovganizarian
DMs: +1 if INT 10+, -1 if Soc 5-

Yeuly exignoenax: Roll 2D:

2 Asmagzinsnion Assassination 1 Tectwucal School

3 Infilrarian Assassination 2 Infilorarion School
4 Sabotage Infiltration 3 Casnando School
E) Guard Duty Sabotage 4 Sraper School

6 Training Unemployed 5 Phryzical Development
7 Guard Dury Unemployed 6 Professicnal Schoal
8 Guard Dary Unemployed

9 Infilranion Sabotage

10 Assassination Training

1n Special Assassination

12 Special Special

Specisl Assignments: Roll 1D for each skill roll.

Tech School: Roll 4+ for Mechanical, Gravatics. Elecaonic, Sensor Ops.

Infil School: Roll 4+ for Disguise, Forgery, Intrusion, Interoganion.

Canmnando School: Roll 4+ for Gun Cambat. Hvy Wespans, Stealth, Survival.
Saiper School: Roll 3+ for Gun Combaz, Hvy Wexpans, Bow Combat.
Phryzical Devdopmnenr 1-2: +2 Str. 3-4: +2 Dex, $-6: +2 End.

Prufesxianal School: Roll 4+ for Vehicle, Pilot, Navigator, Sensor Ops.

DM's for Amsignmem Resolation: +1 Survival if DEX 9+, END 9+.
+1 Promorion if INT 9+.

+1 Kills if Gun Cox or Bow Cbt skill 2+,

+1 Skills if INT 8+.



Assassinanon 7+ 9+ . 3+
Infilrration 6+ 8+ 8+ 5+
Sabotage S5+ 10+ 6+ 4+
Truiaing Auto no no 7+
Guard Duty 4+ no 10+ 8+
Uncmployed 4+ oo 9+ 8+
&ﬂl‘: . . .
1 Gun Cix Brawling Brawling Danolitions  Forgery
2 Gun Ctt Stectwise Inrusion Inmrusion Inmusion
3 Bow Ct Swvival Gun Ctt Hvy Wpns  Disguis
4 Hvy Wpns Vehicle Steaith Stealth Interrogation
5 Blade Cot Vice Tacucs Demnolivuns  Vice
6 Demaolian Vice Blade Ctx Electronics  Interpers
Mustering Qut
Boll Guard Duty RANKS Material Cash
1 Admin Henchman Low Passage 500
2 Interpers Killer Gun 1000
3 Vehicie Hit Man Blade 1000
4 Medical Assassin High Passage 2000
5 Vacc Suit Chicf Assassin  +1 Educarion 5000
6 Gun Ct Master Assassin = Travellers' Aid 10 000
7 Grandfather Gun X2 20 000

DM of +1 on Mustering Out if Rank S+ or Gambling Skill.

Hog Heaven: Any person whose bodycount exceeds 100 becomes a member. Members receive a
medal. a plastic pig nose. and free room and board at Hog Heaven Hotels (found on any Law Level 0
world). They ase cheap and slieazy motels, but hey, it’s tree.

By Barry Osser

The mini-advemture below is slated to take place in the Meshan Sector of imperial space. In the
time of Mega-traveller, Impenial 1116, most of this sector is controlled by Vargr. There is no
unifying government or recognized leadership to the sector, however, an invasion force into the
secror would be repulsed with a concerted effort on the Vargr's part.

Vargr recognize a charismaric leader and since chansma fluctuates (for Vargi), based on strengths
and victorics of a particular Vargr, his chansma may rise or fall. This is one of the deepest problems
with unifying Vargr in the Extents. However, Vargr have within their psychological make-up, an
imprie for racial pride. Thas, if a Vargy group is being persecuted 10 exrincuion (an invasion force or
Jihad) other non-affiliated groups will jump in to the persecuted’s aid. Afierwards, most cenainly, a
large ransom will be exacred fram the pevsecuted.

Things 1o Know: At the time of these adventures, the news of Strephon'’s death will be leaking in
slowly. By imperial date 001-1117, all of Meshan will know of Strephon's death. Therefore. the
fonth coming Rebellion Sourceboak from GDW is not necessary for these adventures.

This adventure currently takes plece in Meshan Sector which has not been "officially”™ written up.
NCRP has a group putnting together full write-ups for both Meshan and The Windhom Sectors.
These will be complete with she 16 subsector breakdowns and write-ups similar to Supplements 3
(Spinward Marches) and 10 (Solomani Rim) from GDW. If you are interested in obeaining copies,
please write us at NCRP and tell us so. If there is enough interest, we will put to press copies at
around $4 each.

Finally, feel free 1o change planet names. subsector names, etc. to conform to your specific
campaign. NCRP. and Bill Burg especially, will be writing anticles to deal with advermures in these
two sectors. We would like to hear your ideas of how we're doing.



PLAYER'S INFORMATION:

The characters have booked passage into the Meshan Sector. Their specific destinanion is in the
Rimward-Spinward subsecior called ‘Oksall Dhikgvga' (in Vargr) or Three Worlds Unexplained’ in
the best Imperial manalation. Within this subsector is (0309) Gerald's Sysiem. Gerald 111, profile
C577A79-D is an Indusnial world with a large gas giax and two small gas giants in the sysem. The
world is cansidered an Ambex Zoae sice it is in Vargr space and has a high law level. However, the
characvers approach it anyway due 10 the ammors they've heard.

What the characters have heard of has been sheer sumor. Thiere is supposed 10 be a large dig that
has unaovered a cache of anciemt weapons. The weapons, though anciend, are coraidered to be far in
advance of anything found in the laperium today. This alone would easily entice any group of
chanaers 10 book pexsage 10 the warld. but there is more to0 draw them 1o Genald 11

A rebellion has begua against the goverrmnera in power. A select few beanrocrats run the planet
and these same people are setting impont and export taxes at such a level that many corupanics on
Genld are becoming out and out inderured servants to the government just to susvive. With a
rebellion such as this, there is always the postibiliry of a good fight for good pay.

TO THE REFEREE:

Keep in mind, as the characters come into the system, that their passenger ship is in Vargr space
and may possibly be heisted by Vargr Corsairs.

Once on planet, the characers will need to get visas allowing them limited access on Genald.
Passes cost 300 Cr for 30 days and limit the characters 10 the capitol city Miakee.

lfthedummuecanfd Savcetwise and other such skills, they shoald have no Touble

éupﬂoowdlmuoputhmlheuﬁghtmgmnm The pamron should offer from 3000 to

5000 Cr per man for a moadh's service to the patron in the rebellion. This money does not cover the

cost of weapons, of which many are prohibited by the law. Characters should have a hard time
gefting weapons, and they should be expaxive.

The rest of the rebellion is left 10 the referee. The govermment is localized in Miakee. where the
charscters are, but the govermemat is aware of the coming rebellion. They have a small force of
heavily ammed Marines that they believe will stop any antack upon their persos. Their Mannes are
paid quite wall (yes, that is where some of their tax money goes) so they had benter be the best with
the best wespans. I the govemarent building can be taken, howeves, the seat of power will be
dadodged and the reballion should succeed.

The excavasion is mostly a rumor. The dig is 200 K. North of Miskee, and the characters will
have to illegally leave Miskee (breech the comracy they signed for their visas) to get to it. The dig is
poorly guarded and the few guards thas are there are not very alert. They have been at this dig for
over S years with no grobiaas. Who would atack an archacological dig?

Whuubemfomduaalotofoldwolsdwmmedbyamemymhefonhnpuub
colonized Gerald Most of the tools appear 10 have uses in building shelier in the Desert. One tem of
interca is a container coreaining SO Kg of a highly unstable powder. When a gram or more is piled
and left in direct sunlighs for mare than a minute, the pile will explode cauting 4D damage ata 15 M.
m& The other item of imeres is a hollow wbe of formed elements.

tube is Cansparen: with no visible triggers. however, when the wbe was looked into from both
ends by raxearchery st one time, onc of the researchers was killed instanly. It should not take the
players long to realize thar this is an artifact of the Ancients. The players can make some money
sanply be reporang this fact to the Imperium. [See pg. 37 of Adventure 12, Secrets of the Anciems
for rore details]. In gimple, reporting this sise as a site of the Ancients is wonth 50 000 Cr. Of

lc(oéun if the players mention this fact to other people. such people may also try 10 make an essy S0
r
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The Lighthouse of in the Ma
An AD&D and GURPS Fantasy adventure by James M. LeDuc

Ave laddie. be it six year ago it were, that old man Lundgrin went ravin' mad he did. and in cold
blood it was that he butchered his whole family; a lovely wife of many a year, a beautiful daughter
and a trusted apprentice. Killed they were. then the old man hung his self from that self same tree
which sits in front of the old place. Whether it be being alone withous visitors so far from anyone
else or that a Demon possesed his soul. I will na’ even guess. Truth 1o tell I was with the folk that
found the tragedy afier that firss ship she run aground in them treacherousr eefs, and a grisly sighs it
were, and 1o this day when the moon be as full as it were rhas night, old Lundgrin he plays tha: death
march upon the harpsicord in his parior. Aye, the place be hauraed it be.

~A carenan tale hereaboun

Due t0 some urusnal and unforseen circumstances you found yourself leaving town rather
quickly, and less than a mile behind yon rode the town constable and his men. You and your friends
rode hard twveghant the day and into the dusk managing to put some more procious distance
berween yourseives and your pursuers. As this was the night of a full moon and the trail was casy to
keep, you continued to ride into the night. Your path took you north along the coast, and as midnigit
was upon you and you hadn't seen any sign of persuit for more than four hours you stopped and
camped for the night. After pitching tents and tethering the horses you drew lots for the watch and
went to siecp. Unfommatdy, your watchman went 10 sleep as well.

Just two bours after you all fell asiecp a storm broke out on top of you, gail force wind and

tether line, and the froguent burst of lighming frightened your horses snding them running into the
malstram. The cold wind and min chills you to your bones and you know that you must find shelter,

One of you sces in the dimmnce a lighthouse, silhouetted in the gloom by fiashes of lighming.
this holds the pramise of warmth, protection, and possibly... salvation..?

The lighthouse is not haunted as the local folk think, but it is set ap co appear so by the
pair of dark-clves and their henchmen who now inhabit the piace. Six years ago Kai-or and her mate
Seb found the grono benesth the lighthouse and decided that it would be the perfect staging ares for
their slave collecting opperations. Kai-or killed Lundgrin and his family, let the locals find the mess,
bury the dead snd go away. She then reanimated the dead and set them to hannt the house while she,
and her band lived below, in the gromo. For the last six years people have disappeared; off the streets
of towns, oot of their homes at night, and any unsuspecting traveler off the road As Kai-or and her
group have been careful 10 take only people who "would not be missed” they have managed to avoid
attracting any unwanted anermion and the legend of Lundgrin the mad keeps away the superstitious

Kai-or and Seb use their magics 10 maingain the illusion of the haurwing, specific micks are
detailed throughout the advenrure, s0 Dmgemsnauers are advised to read the adventure carefully
and be familiar with the deails prior to running the advenmre

. .

AREA_L Outside the lighthouse. Outside the lighthouse is the thick overgrown remains of
& once fine garden. Bnars and brambles lic as a tangied wall seven feet high and forty yards thick
entirely surrounding the lighthouse. The lighthouse sits at the end of a peninsula jutting out into the
sea, and now, with the storm raging, that sea is a foaming mass of death to any that fall. the rock of
the peninsula is slick with water and now any antempt 10 climb or scale it to avoid the briars is at
minns 50%. There is a path through the briars that any Ranger, Barbarian, or Druid can find if they
look for it, otherwise they must cut their way through the mess. If the players find the path it will
lead them past the graves of Lundgrin and his family as it meanders toward the house. At the end of
the peth is Area 2, the from porch. There is a secret door at the base of the building to the south of
the porch (see map). it is a hidden coal shute t0 the basement. This is the entrance used by Kai-or
and her group. Due to the ragin tempest, any tracks which may have been in the garden have been
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AREA 2; The {ront porch. The front porch is made of heavy jumber, as is the rest of the
house that is artached to the lighthouse. The lighthouse itself is stone. The boards are slightly
warped and have the appearance of neglect. The door is boarded shut and a warning to stay out is
painted on it. The boards are obviously old and rotted. and easy 10 ramove. When the first character
steps up to the porch an audio illusion is triggered such that the Harpsicord in Area 4 appears 10 be
playing, it is sad and mournful music which continues until the players enter the house. When the
first player enters Area 3, a scream sounds upstairs in the northem end of the building ( Area 16 ).
Any character who weighs over 225 pound (in armor or otherwise) has a 35% chance of falling
through the rofting boards of the floor and sustaming 1-3(1d3) points of damage.

IHE FIRST FLOOR

Area 3: The entrance hall, The entrance hall has a door on the south wall. a door on the
north wall and a stairway heading up in the west end of the room. The whole area is full of thick
cobwebs and the mummified bodies of several dogs and cats. Under the stairway is a closet. The
ceiling in the area extends to the second floor (sce maps). There are four gianz spiders in this room,
one is in the closet under the stairs, and three are in the webs near the ceiling. These spiders will
anack anything thar disturbs the webs (AC 4, HP 17, 21.28. 30 DAM. 2-8 + Poison). Any
characrer who thinks 10 bum the webs is given the oppomumity to roll versus his intelligence to realise
that the flames would catch the house on fire and leave them without shelter. If the house does catch
on fire it will burn down in 45 minutes, leaving just the gutted remnant of the stone lighthouse, the
basement, and the tenants of the grotto, who will be angry. There is no treasure here.

Area 4: The parior, The parlor is a once grand room dominated by a large harpsicord and a
ficeplace. The years of neglect and the work of Kai-or has made it into a festering hole within the
house. The room smells of must and mold. there is mildew and fungus growing in the carpets. and
the ceiling plaster is peeling, exposing the rafters. When the third character enters this room an
illusion of the once living Lundgrin will appear at the harpsicord and play for awhile, if a character
disrurbs the illusion. Lundgrin will um to face the offender. and laugh maniacly as he fades away.
There is nothing to threaten the players here, nor is there any reasure. Large pieces of fumniture are
obviously missing (they are being used to decorate Kai-ro's and Seb's areas). There is a door in the
west wall lcading to area 10, another door leading to area 11, and a door on the north wall leading to
arca 3.

Area 5: The hearth room. This room is an old
sitting room with blood stained fumiture mildewed walls,
and tam drapes. There is nothing to threaten the characters
here. The fireplace is clear, and there is a supply of
kindling and dry wood beside it. If the Gromo is still
undiscovered Seb will cast an 'Buming hands’ spell
through his mirror 10 entack the party. There is no treasure.
There is a door on the south wall leading to area 3. and an
arch on the west wall leading to area 6.

Aren 6: the hall, The hall is empcy except for thick
clusters of spiderwebs. The previously mentioned rules
about buming the webs still apply.

Arza 7: An empty wom.

Area 8: The reading room. This room was once
Lundgrin's library. It is filled with wet and rotting copies
of many books from many lands, some were once quite
valuable, but due to the weather pouring in through the
brocken window these last several years. they are now so
much junk. Sining in one of the overstuffed chairs in this
room is the re-animated corpse .now a skeleton of old man
Lundgrin. When the characters enter Lundgrin will attack
the party ( AC 7, HP 8, DAM 1-6). If the characiers “kill"
Lundgrin. Kai-or will reanimate it through Sebs’ magic
mirror, and send it off
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0 anack the party again. There is no owasure here.

Area 9: The chart room. This room once contained the chans and instraments to keep track of
the weather. The stoum ousside is also pouring in through this window, and there is acthing of value
left in here. When the characwrs open this doar an illusion of the spprenzice will look up as if sanled
and Bees up into the south wall.

Area 10: The kitchen, The kitchen is s mess of rotting meats and vegetables that the
m-mmedoo:pnofhmﬁgmswifeuaumu y preparing into a feast fit for the dead. When the
characters emer Lundgrin's "lovely” wife will antack ( AC 7, HP 6) with a cleaver she is holding. in
her hands it does 1-6 (1d6) points of demage. If the snimated corpse of Landgrin is stalking the
parvy, uwmmmmmmmmnemm This room has a doorway in
the east wall, and a cupdocs access to the basenern.

Arca . ll;_The lighthouse floor, This area is a hollow tower with a 50 foot high cieling, the
top thisty feet are thick with webs of the rwo huge spiders which live there. The floor is covered with
themnﬁdbod:aofb-smdmrga If the party spends more than thgee rounds in here the
spidexrs will drop on randamly ch party members and antack ( AC 6, HP 14,16, DAM 1-6 +
Poison ) There is no Geaswe heve. Tbnumedoorupomdlcvalmﬂwunwaﬂ and there is
another dooc at the top of the stairs which spiral up the inner wall of the tower and apess into the
\ightroom (Area 17).

IHE SECOND FLOOR

mmmmm The upstairs hall extends in the T shown on the map. It is
filled again with thick spider webs and three mare giant spiders (AC 4, 18,2230, DAM. 1-6 +

Poisan) lurk in this area.

Area_13: The apprentice's room. This room is musty and mildewey, and filled with refuse
that emeared through the hole in the roof. Daminarting the room is a two foor thick brunch of a dead
toe tha: caused the hole. The stommn is pounng into this area. There are no roon@ars and there is no
qeasure in this room.

: ‘ b y This room is the cleanest of the rooms in the
housc, having been spared the ravages of time duc to the intact namre of the walls, windows. and
roof in this arca. Kai-or has placed the ramains of the dsughter here, cast an illusion of ber as the
beaudfaul girl that she was and let ber ‘slecp’. As there is really a body there., the players can tooch
and feel her. If one of the characters is stupid enough to kiss her, three things will Fuutbe
rot grub in the body’s mouth will busrow into the character (AC 9. HP 1, DAM. See 1) second
the illusion will fall revealing the skeietol remains of the gisl. and third, the skelewo will sxack the
persoa who kissed ber ( AC 7.HP 6, DAM 1-6).

mﬁmmﬂm_ﬁumuam%tomemm“hwmm
been tom sway in stoons many years past. Now living in this room are 21 hangry stirges who will
iramediately snack the players when they opea the door ( AC 8, HP 2,2,3,3.3.4.4,5,5.5
566.666.7.8.8.9.9.DAM l-B#Blood dmn) This is the only room where Kai-or and her band
missed some Creasure, in a secxet hide-¢-hole in the back of the closet is a sack cormaining 600 goid
pieces and 50 pistirnan picces, also here is & sring of pearis worth 7,000 gold pieces.

Area 16: The lighthouse tower, The ligbt room at the top of the tower is well lit as the
skeleran of the apprenfice has lit the beacan. The windows are all broken out and the wind is
howling through If the characwcrs enter this area the skeleton will antack ( AC 7, HP 7, DAM 1-6).
The floor is very wet and sifppery, anyone trying to fight up here will do so at -3 to hit. Also the
chanceers fighring rout save versus their dexterity on a d20. or fall. There is a 25% chance that any
chancier who falls will fall thoough a window to the roof, ground, of ocean. TheroofuBOfee(
below (336 damage), The ground is 60 feet below (646 daraage), and the ocean is 120 feet below and
fall of rocks (1246 damage).

The Basement
Area 17: The hasement, The basernent is the home 10 the 15 Kobolds serving Kai-or. It is a
smelly roam filled with roering hay and the remains of many meals. These Kobolds have been
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aamed to be Kai-or's first line of defense and are rather capahle fighters (as Kobolds go). They will
utilize the heat of the decaying garbage to confound the characiers’ infravision, and will use "hit and
run” tactics. They also have weapon poison on all their arrows which dose 1 d8 extra darage (save
versus poison for half damage). AC 7, HP 1,1,1,2,2,2.2,2,3,3,3,44.4,4, DAM All have shon
swords (1-6) and 6 have short bows with 10 arrows (1-6 + poison). There is a secret door in the
south wall thar leads to the grono. It is locked but not rapped. The Kobolds reamure is scartered
about in the hay, it is 3,580 C.P., 875 S.P., AND 16 gems worth 1d20 G.P. each.

THE GROTTO

The grono is entered via a datk and tristy cave. Twenty feet down the cave is an Orc guard. and ten
feet farther down is a secand Ore guard. If the characers engage in any combat with the first guard,
the second ooe will hear it (100% chance) and sound the gong in his area, thereby alerting the whole
pono.cmsin—;sanoqmind.mdmumu.mpom.11::wo0:umAC6.HP5.6,DAM
longswords 1-8.

Arga A: This ares is the Orcs area, it is inbabited by 17 angry Orcs, all armed with longswords
and shields. If the Gong has sounded these Orcs will also be wearing the Orc armor own,
which they don't normally wear around the house (AC 6{or three if armored] HP 2,2,33.3,34.4
5.5,5.5.5.6.,7,7,8 DAM 1-8 with longswords). Also, if the gong was sounded. the three Hill
Giants (ares b) and the two Trolls (area c) will be here, and 30 will Seb. There is a locked chest
containing 2,000 C.P., 4,150 S.P., 890 EP., 2 Podons of bealing, and one potion of neumalize
poison.

Area R: Three hill Giants inhabit this area. There are beds covered with dirty old furs. and the
ramaing of laonara, cows, sheep, and deer scanared about. Hidden under one of the beds is a locked
chest cunmrining 250 C.P., 1,400 S.P., 2,500 EP., 1.850 G.P., 12 gems of 10 d10 G.P. value, and
8 +1 dagger. The Hill Giams are AC 4, HP 45, 48, 52, DAM 2-16.

Area C: This area is the living quarters of the rwo aolis. The Trolls are AC 4, HP 38, 50, DAM
5-8/ 5-8/ 2-12. The trolls geasure is in an old chest with a stout and rusty lock (-15% to pick). It
coneains 1,680 C.P., 2,820 S.P., 1,250 EP., 2,880 GP., and 16 gems of 10410 G.P. value.

Area D: This area is for the storage of slaves. There are currently 35 men and women being held
here, and they are very happy to be rescued.

Arcs E: This is Seb’s room. If he managed 10 stay alive he will have gathered up his magic items
and fled with Kai-or. If he is dead. Kai-or will have taken his money and fled  Either way because
of irs size, the mimror will still be left behind.See the writewp on Seb for the Treasure that is left.

ArxaF; This is Kai-or's room. If the battie sans to go against the Dark elves, she will gather up
her magic and her money and, if Seb is dead, his moncy as well. She will then flee using the gate
spell she has on ber groll (This lets you bring her back to hauat the characters agein in the future).
Tell the characten that as they enter this room they see Kai-or and Seb (if he's alive) disappear
through the gate. If they shoot any spells or missle wezpons, they clatter aginst the far wall. There is
no aeamure here. There is a book left behind that details the last six years of the slave rade that
Kai-or has conducted out of this grutto, and also details the military suength of this area, as if
ammeone might be plsning an invasion of this area..?

Aftermath

When the storm dies down, the rescued people ask the characters 10 escort them back to town.
Once there, the local magiarae will pardon then for their crires (that got thern chased out in the firm
place) and honor then with a day of celebration: feasting, wine, ale, the works. Further, as the
charactors are now wall known, others may seek their aid...
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THE_VILLAINS

Kai-uc is a 568 year old, seventh level Drow elf
Clenc of the damon queen Lolith.

ST. 14 AC O, with atmor & shield)
INT. 15 HP are 55

WIS. 17 Spells per level- 53.3.1
DEX.13 (includes WIS. bonus)
CON.17

CHA.15

COM.13

Magic Items: +1 plate mail. +1 shield, Potions of
healing and Giant swength, a scroll with ‘animate
desd monsiess’, a scroll with ‘plane shift’, a wand
of size alteration with 12 charges. a +3 mace, and
Figunines of wonderous power (Golden Lions, AC
5/6. HP 27.32, DAM 1-4/1-4/1-12).

; Bless. Cure Light Wounds (2),
Remove Fear, Sancruary, Hold person (2), Silence
15’ Radius, Slow Poison, Holy Symbol, Animate
Dead, Cause Blindness, Dispel Magic, and Cure
Serious Wounds.
Kai-ors’ personal treasure consists of 3,550
G.P.and 11,250 G.P. worth of jewlery that she
wears.

Seh is a 176 year old, eigth level Drow elf
Magic-user, and Kai-ros’ personal consort.

ST.12 AC?7

INT.17 HP 30

WIS.16 Spelis per level are 4,3,3.2.

DEX.14

CON.16

CHA.14

COM.14.

Magic jtems: Potion of fire resistance, Oil of
ctherealnexs, a ring of Shocking Grasp, a ring of +3
Protection. a Scroll with Power Word Blind', a
scroll with Transmute Rock to Mud', Pant Water'
and ‘Spiritwrack’, a staff of Thunder and Lighming,
and the Mirror of the Magus (see below).
Suggested spells; Aomor, Magic Missle, Affect
Normal Fires, Spider Climb., Invisibility, Web, Ray
of Enfecblement, Lighming Bolt, Fireball, Fear,
Monster Surnmaning 1, and Ice Storm.

Sebs’ personal treasure is 8.250 G.P. and 2,850
G.P. worth of jewlery he is wearing.

The Mirror of the Magus is a four foot diameter black obsidian mirror set in a heavy iron frame
inlayed with ivory runes and silver skulls. The mirror weighs over 300 pounds. The murror is able
to be used by any spellcaster. The misror allows the spellcaster to view any area within 500 yards of
the mirror, listen to what is being said. and remain undetected (as a crystal ball with clairaudiance).
Further. the mirror will let the spellcaster cast any spell through the minor with full effect in the area
being artacked. when the spelicaster docs this he "appears” in the area he is viewing as an ethreal -
ghost, and canmnot be harmed by physical or magic aracks. but he may be artacked by Psionics. Up
to three spelicasters can utilize the murror in any given melee-round. The Misror also allows a
spelicaster to use a magic item through the mirror. so Kai-or might throw her Figurines of
Wonderous Power at the playess through the mirror. The Mirror is worth 15.000 G.P., and 8.000
experience points. There is a comunand word needed to order the mirror to focus on an area.
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GURPs Stats:

Sed- ST-11/1Q- 14/DX -1/ HT - 14

Elven. Lzeracy, Magery -2, Combat Reflexes. Staff-12

Speils- Ignite Fire. Create Fire. Shape Fire. Exnnguish Fire, Hem, Cold. Resist Fire, Firebail,
mﬁve Fireball. Flame Set. Breath Fire, Light. Conanual Light. Colors. Flash, Darkness. Blur.

Magic ltems- Wand "Deah Touch™ - 1 level. Self Power
Swff "Lighming" - 2 levels. Self Pawer
Robe of DR - 2

Kai-0¢- ST -12/1Q - 14/DX -11/HT - 14

Combat Reflexes, Literacy, Magery, Axe/Mace - 14, Shield - 15. Swaff - 14

Spells- Lead Swrength. Lend Health. Minor Heal. Major Heal. Recover Strength, Death Vision.
Suommon Spirit, Zombie. Conaol Zombie. Tum Zombie. Fear. Bravery, Foolishness, Daze. Sense
Emotian, Sense Foct.

Magic- +1 Plate, +1 Shicld
Pocior: Heal Heracles
Saoll: Telepont Skill Level - 20

Skefetons: ST - 9/ DX - 12/1Q - 8/ HT - 10/ Basic Speed - 6/ Weapon Skill - 16

Spiders: ST - 22/DX - 15/1Q - 2 HT - 14/18/ PD-DR - Size - 5/ Speed-Dodge 8-7/ Venom
Type F/ Webs arc DR - 3

Strix (Sturges): ST - 2/ DX - 17/1Q - 3/ HT - 12/3/ PD-DR 2-0/ Speed-Dodge {2-8/ Damage
1-3 Impaling (Sce GURPs Bestiary pg 61)

Kobolds: ST - 8/ DX - 11/1Q - 8/ HT - 10/ Weapon Skill - Bow - 11/ Short Sword - 13
Orcs: ST - 11/DX - 12/1Q - 8/ HT - 11/ Weapon Skill - Longsword - 13

Trolts: ST - 25/ DX - 13/1Q - 10/ HT - 13/25/ Speed - 5/ PD-DR 1-1/ Regenerates 1| HT every 3nd

Hill Giants: ST - 14/ DX - 10/1Q - 9/ HT - 12/ WEapoa Skill - Club - 13/ Brawling - 12
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Shatiersd Drewmns & Scatlered Sowls
A Horror advennare for GURPS by Michael Staus

1) Opening Sequoe:

THIS IS LA. It is a city of conflicting images. of plastic dreams and crushed bopes, of the beaury
of Hollywood and the ugliness of Wats. lthubeennndﬂmyouhcvenotmamy-miywt
have seen LA, The hot So. Cal. sun, the cool Santa Anna winds, the sparkling beaches. the magic
of Hollywood, the California girls! It is the city of angels, but even in this chrome and stee! haven of
fise dreams there breeds evil!

For the past two weeks, LoaAngdeshnbmmotcdwusTVsMNmawnmgm
of the Psychakiller. known only as the Westwood Slasher. and his latest crime. Two weeks ago, he
suck for the first time. claiming the lives of three U.C.L.A. Coeds.

At first, this grisly crime was taken as one of L.A.’s many random slsyings. Unfocunaely, with
each passing day he struck again. each time with more violence and more victims. Two days ago
when he brutally claimed the lives of 12 children in the U.C.L.A. hospital. lheWmoodSlnhcr
gained National News coverage. Now he is oa the cover of every magazine and newspaper in
around Califomia. The police parrol the Westwoood area like wolves on the prowl, thelOocIock
curfew is being srongly remforced and the Westwood Neighbarhood Wach has gained many new
supporwers as LA cowers in fear and excitonaz, waiting with beited breath for his next sisying.

Beginning the Adventure:

Death #1 : (one of the male Pcs is out on a date with a female Pc/NPc)

You are driving home from your dase, dnvmgdovnadutndemmuludswherm
The night sky is dark. Suddenly you hear a strange noise. You look up: something hits the window
m-MKBSPMT(m:dsvaymchhkzanhtmmem) You look at the
windshield and esncthing thick and wet with clots is running across your window.

The gir stifies a scream.

You step out of the car (you do step out of the car, don't you? lmem.youcanueeomlhe
window). You step out of the car to scc what caused the Splat. and there lying on the street, blood
nmaing from the jagged edges of what's left of a thro is a decap@wed head. Theeyecmlookm_f_hc
you in abject terror. Blood is puddling undes it. the eyes roll up and to your ¢temal disgust
lips essly mouth: Help Us (don't say it, just mouth it).

Death #2:(Ooe of the female Pes is at a gym)

You are dane with your nightly workout {swimmaning, weights. acrodics. etc.} and walk into the
shower room. You norice that the lighus are flickering and gong out behind you. You walk into the
shower stall and hear the sound of dripping water. Yoummonmelwu:(ywdomonmehnm
don't you?) and you see a sight you will never forget.

There. impaled on the shower spigots, are 6 mambess of the Women's Swim Team. Blood drips
flomwopalmms their eyes look at you in sarmed fright and disdelief. One of the bodies is

stidl rerieching, but you know that they are beyond help.

You know that the Slasher has saruck again!

The sbove are jukt exmmples of the brutality that the Westwood Slasher is capable of. Each Pc
ahonldhaveonecloce call like the above to get them interesied in stopping the Slasher. If that
doemn't work. have the Slasher choose them as his next vicum.

What's really going on:

The Slasher is a very sick kid. That'sright. Kid. The Slasher thinks he is in a movie. and all the
press coverage his killings are getting ase only helping to further his delusion. The Slasher chose
Westwnod because it was where he grew up and he chose U.C.L.A. becsuse slasher’s always kill
dumb Co-eds in the movies and this is just a movie, Rigin?

To make matters worse, the Slasher’s father encourages his son's hobby, because it allows him
access t0 human body pans to use in his experirreras.

On the next page are the stats for the Slashier and his father.
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The Westwood Slasher: (Reginald Christons)
ST: 16 Thrust: I+l Swing: 2+2
DX:15 Dodge: 9/11

1Q:10 Pamy: 719
HT:18
MVT:9.25
Quirks:
1)Carries newspapes clippings of his rmurders
2)Calis his father, Mr. Director
3)Thinks all college students ase dumb
4)Always wears ugly masks when hunting
5)Collecs body pans for his father
DISADS: Advantages:
1) OPH - Never Baths 1)Psycho killer. Never sunned. +2 1o HT
2)Delusion - Thinks he's in a movie roll to stay alive. Unconscious for # of
3)Delusion - Thinks his mother is not dead tums = to HT below 0
4) Fanatasism - His Father 2)High Pain Threshold
5)Sadism 3)Combat Reflexes
6)Unaractive (4) 4)Rapid Healing
5)Toughness: +2 DR
Skills: 6)Patron: Father - 9 or less.

Ax/Mace-15/Ax Throwing -15/Bow -15/Brawling -15 Knife -15/Knife Throwing -15/Spcar
-15/Throwing -15 Firsst aid -10/Running -17/Swimming -17/Escape -15 Shadowing -10/Steaith

-15/Tracking -10

Equipment: 7 knives: Swing -3/Thrust -1 lmp
Hockey mask: +1 PD/+2 DR face Scalpel: Swing -2

Leather jacker +1 PD/ +1 DR 4 Axes: Swing +2

Large Ax: Swing +4

The Mad Scientist (Dr. Chrisions, his Father)
ST:10 Thrus: 1-2 Swing: |

DX:11 Dodge:7

IQ:16 PanyS$

HT:15

MVT:7

Quirks:

1)Encounages his son’s delusions

2)Undaresimaxs people

3)Thinks of people as just subjecss for his

exvn’mcnu.

4)Vegasnan

S)Fear of Fire. A

DISADS: Advantages:

1)OPH - Twitch 1)Comfortable Wealth
2)Insomnia 2)Eidetic Memory I
3)Delusion - Thinks he can bring his dead wife back to life.  3)High Pain Threshold
4)Jealousy 4)Staong Will (+3)
5)Lechesousness 5)Parron - Son ar 9 or less
6)Overamiderce Equipment:

7)Sadigm Scalpel

8)Sense of Duty - Son Genetics Lab - with 100 and 1 things
9)OPH - Necsophilia thay could be used as a weapon.
Skills: Re-animation fluid?!?

Knife-10/Knife Throwing-10/Fast Draw Knife-10/First Aid-20/Diagnosis-20/Physician-20/
Surgery-20/Swimming- | 4/Biochcmistry-20/Genetics-20/Chamisary-20/Physiology- 20
MOTIVATION: He is having his son collect body pans for experiments in bringing his dead wife
back 10 life. How successful he is is up to you!!!
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Villoing in Marved
Giving your Villains some background by William Osser

Marvel Super Heroes, at least the Basic set, is rather limited. 1 found I was beset by several
hero-crazmd players and forced to come up with a world. Like cverything else I do, I anprovised on
the spot, made four villains one afzrouan. and watched them get blown to pieces by the canquering
heroes. Of course, I know the Advanced set came out, but I still think there is something lacking for
those poor villains. Sure, herves can be Mutants, Altered Humans, or Hi-Tech Wonders, as can
vﬂlmbnxbowdoywdecﬂewhntg‘emfvdlmmeym What if Taranrula is just a thief, but
Stom is out to conquer the world, and is just plain crazy. To alleviate this sirasrioq, I creared
the fallowing villain classes:

Thief:
This guy wans money, who cares about the world, as long as he can have his ice cold
Michelob in a Hawaiin sunset. A fight with eoperherass with blown-up egos can wait
until the maney is safe, and perhaps a video game or two has beea playead

Maniac:

I wouldn't mess with this guy, he might just kill you where you stand, bat he is
typically a Thicf as well, or a subordinam to a Conguerer or Planmet, This guy looks
for fights with anyone or anything, as long as there is provocarion. Provocation is
usually limited to mzrTuptions of the I Love Lucy Show for election updates, or finding
the local newspaper cancelled Calvin and Hobbes.

Conquerer:

This one doesn't want to rule the world, just Califomia beaches in the Sumanmer. Face
it, you have 1o be wuched in the head just a little bit to expect that everyone is going to
give you what you want just because you have a Monstrous abilitty to drown birds from
ten fect away in the desert. He'll usually get a couple Maniacs to help him 10 acquire the
concexxians stands at Mailbu.

Enforcer:

This guy was voted least likely to realize his shoes are on the wrong feet. Enforcers
aren't always idiotic by asmure, but they will always be working for someone. Face it, if
mehccaﬁndawayfmyoutomkenmy wouldn't you rather spend your
m time chlnng snow bunnies in Tahoe. Rarely, they will be warking for

Planners:

This is the guy who had sand kicked in his face when he was a youngster and vowed
revenge. Overcome by passion, some accident occurred to give him power (and
Reason) enough to get involved in illegal activities, though only indirectly. A Planner
ocver ‘engages in combat, though he always has a backup method of dealing with
anzious and obnoxious superheroes. This guy is the Kingpin and the Mad Thinker,
Doctor Doom and the Red Skull. Anyone will work for him, and that's usually why the
fop-s=xTeR ultrasonic pousio peeler will get stolen, though, at the time, there doesn't seem
to be an obvious reason for its theft.

The future will see these characiers in action, terrorizing mankind and drinking their Tequilla
Sunrises in an underwater mdist colony off the Coast of Flonda.
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For TR PC
by Tim Morgan

‘nneGURPS;m(uwlodmgthe&muyb«tmdtheﬂonmbook)hnnvenlvetyweu
developed “species” of undead. including Vempires, Zomnbiex, Skeletons, Mummies, Skull Spirits,
and Ghosts. There are, howewver. a few impartant undead that have been left out. These include:
(Ghasts: Ghasa are andead ghouls (Faruasy book, p.83), and are ofien found leading groups of
ghouls. Ghasts very much resemble ghouls, excepr that they amell of decsying flesh, becanse pans
of their body are decaying flesh. Their red cyes glow slightly at night and they have Night Vision
'l'\:syalwaysluvelm; claw-like nails. mnm:oommntype-bvmnwhchlmfoﬂ 18
(3d6) bours on a failed HT-3 roll. A successful roll results in paral ysis for 1-6 (1d6) bours. An
average Ghast jooks something lie this: ST13 DX10 IQ8 HT12. Theirclawsdo Swing +1

cutting damage and they rarely use other wespans.
m Wriths are the undead equivalent of knights. They usually ride skeleton horses (see
below) and are very good with buman wezpons (akill level 15+). They appear as well dressed
(noble) skeleermns, and often wear armor {which proects them like it would a sormal person). Like
Ghasts, they have glowing red cyes and can see as if they were undet the effects of Dark Vision.
They also have S levels of Acute Vision and Combet Reflexes. They are asmmoned by use of a
variant of the Surmmman Spirit spell, and then can be ordered to hunt down a person if a contest of
wills (see Summan Danon, p. 32 Fantasy boak ) can be made. The smmmoning mage must know
the target’'s name and give to the Wnaith something associsted wish the persoo (ic. a piece of
clothing, 8 wespan, etc.). Wraiths can cast the Seeker spell twice per day at no cost with a skill
level of 23. mnuueWnnhhud:efollmmsrls DX11 IQ9 HT1S.
Shadows: Shadows are undead spies. They are black, and only panlly corporcal. With one rum
of preparmion, they can became ghost-like - semi-zansperers, able to tduough walls, and
invulnerabie to physical antacks. They may become solid again at will. Each change costs a
Shadow one point of fatigue, which is recovered just lise normal people. Shadaws look-exactly
like a shadow in their noo-carporeal gtate, and in their physical form they appear 10 be an area of
darkneas in the form of a sengent being. They have very good senses, treat them as having Far
Hearing, Deazk Visioo, and Rear Visian. Tbey also are excellent at siealthing sbout (skill level 25 in
Stealth and can cast Mage Stealth at will). They attack by using the Deathuouch spell, which they
know at level 15, they acver use staves or wands, and the Deathtooch can only be used when the
Shadow is in its corpareal state. Shadows arc eurmunoned in much the same way that Wraiths are
suamoned, except that Shadows will gever consent to doing an assassination. they use their
Deahtouch oply n self-defense. They do not have the Seeker ability, so the caswer must have a
g_gddcdofknovlcdgemuswsm The average Shadow has the following stas:
DX151Q8 HT10 8

Liches: My ides of is not the classical view of Liches. They are not old mages who
throagh the use of the evilest of magicks made thonseives inunortal by becoming Liches. A Lich
here, is an intelligent skeleton, with the ability to use magic. They are perfecily identical to
d:dmmnpgem except that somewhere on its body is a Soul Jar. ‘A Lich is cresied by

a Spirit into a Soul Jar that cantains the soul of a sentient being. The Summoning
wlhueulwymawmdmonlymummulm b eosts 100 points 10 can,
takes 1 full day 10 cast, and has the following prerequisites: Cantrol Zombie, Magery 3, and
Enslave. There is a coniest of will between the spigit and the soul (soll 3d6-3 for the will of the
spirit). If the spirit wins, the spirit takes conmrol of the soul - it has access to all of its skills and
mamarics, takes on its 1Q, will follow the orders of its creator. If the spirit looses, the Soul
Jar is desoyad. A Lich has the same amoun of Magery as did its soul. The Lich must keep its
Soul Jar with him at ail umes, and if it is lost or desauyed, the Lich cumbles into dust forever. A
Lich can use any item that a skeleton could, including armor, swords, m:gucuems etc. A Lich's
saty might look somcthing like this:
ST10 DX12 1Q12+ HTI0(+1Q). A Lich can take a lot of damage. This amownt is equal to its
HT pius its 1Q!

i i : The Zombie spell may be cast upon unintelligent creatures. Just
use the anstc modifiery on page 90 in the Fantasy book. Once you get below a 7 1Q, 1 wouldn't
lower a gkekecton's or zombie's 1Q any more. it just makes them too stupid. Don't forget to pay
those extra poires when creating your undead. The cost is 8 poinss per hex. Here is an example of
an undead warhorse:

Zombig: ST41 DX9 1Q4 HT20 24 magic points 1o create.
Skejeton: ST39 DX12 1Q4 HT1S 24 magic points to create.



Character Sketches

An original drawing of your favorite role-playing character by

leremy Stanton.

B&W Prices:

Sizes Cosm

37XS" (characzer sheet sketch) $3.00°

8.5"X11"( it) $5.00°

14A.3“'Xl doas on quality m) $20.00
an on peper.

Color Prices:

Sizes . Cost

3"XS" (characer sheet skeach) $5.00

8.5"X11" (pormait) $10.00

14.57X17" (txatol boerd panrait) $25.00

To arder your drawing, send a full description of your character or

a character sheet and payment to:
Jeremy Stanton
HSSmBLVDm
Arcata, CA 95521

or call: (707) 822-2892
Allow at least 4 weeks for delivery.

The [Fantasy Gemers Guild

Invies you to game every Priday Night a¢ 6:00 p.n. unti) raidnigin, On the
omehrM:SchmuynAnm.CA in Founders Hall rm. 154. Wanted: Journal of the

calendar of special evarus for Apx. is limed

Apr. 1St Gemes axcoon Mwundgmum-mm Auction 1-9. Will pay fair price for good
begins at 5:00 charp and will continue until everything is gone. Everyone is conditicn copies. 1 am aiso
welcare.

%m The Awful Green Things From Outer-
st 6:00, for only $.50, you can campete in the Grst

Fs&me'l‘onmey. Beginning back issuc magezines Write me
G toumney f

o:AG‘n’o with what you've got end the

There will be sarting potifians open for begirmen and up with a preference lit for - price you ware. Bany Omex

which side you want 10 play.

ALL EVENTS ARE HELD IN POUNDERS HALL 154 ON THE HSU CAMPUS.

COMPUTERS PLUS

& KANGAROO SOFTWARE

1731 G Sheet. Sute §
(700 8228332 . Cablomo 3521

Back issues of NCRP are
svailable from us. The price is
$1.25 per issue which includes
posmage and handling. Just send
check or money order to Barry
Ox=tNCRP 1018 F ;. #1.
Enreka, Calif. 93501

TO THE READERS OF NCRP:

Manry of you ooticed that from iasue #1 to issue #2 there was
an increase in our price. Yoo may also have noticed that for
that increase, we also increasd the size and quality of our
magsxine. Well the time has come opon us again. We have
reccived so meny srticles, modnlex, etc. that we would again
like 10 broaden oar magezine. Bazamso of this dexire to give
you more of what you're buying this mag for, we will be
raixing the price of NCRP 10 $1.50 per issoe wizth #4. Now,
we have some surprises in more for next issue, which is going
10 have a numbes of special Traveller feamres in honor of that
msl&hmvmy as well a3 contaming AD&D and
other gunes’ articles. We arc offering a special offer 10 those
of you reading this issue. Untll 10ch, we will sccept
subscriptions 10 NCRP at $5.50 for 6 issaes. This will be a
savings to you of $3.50 off the cover price after our price
wxTeam to $1.50. So don't miss out. Rush a check or money
order todsy 1o us and we'll maiee sure you don't miss a single
issoe of NCRP. Of course, all previms subecxiprian will be
hooored.



Arc pa Teehing for the best
and pemest inp relcplaying
games? Yoo shoold shHop
omhere 1 shep..at ThE
hOBBY hOUsSQ. Tnc hebby
hoesc at 2944 F st. 1y
€Gorcha hHas all the Tatest
games and @odoles from
FASH. TSR. GDW. GDY. 1CA.
Steve Jachsoy OBGagmes. TFG,
West Gnd Gamces, Palladioq.
Avalon Rill, apd @orcll
Thecy also carry a cemplicte
sclection of dice. ITcad
wiptatores, and paipts. Try
‘¢ 0ot for fop anpd gromiiy’
finc adventorc..apd tell ‘cm
hairg scpt ga’ for a (0OX
discoomt oy poor porchasc.

EUREKA. CA. 985501

Pacific Books & Video™

BOOKS-VIDEOTAPES-MAGAZINES
SOFTWARE-COMICS-GAMES

2822 F STREET | uow:;,;m
AT MUMBOLDT STATE UNVERSITY

COPIES_
HALF OFF

Afser your first 100 copies from ane
original, the rest arc Half-Price!

WE WORK AS
LATE AS YOU DO

Phuyar we ad dax. GRiS aps. aun »
Amiws W' apun eariy GpED . 204 op
kb

Pl vas e vl lsse. 0% guad w baaw YOR 78 o0t

ourknty gl
a
kinko-s
Great coples. Creat peopiu.
1618 G Si. Arcata 822-8712

W oDue. — 816K St Eureka 445-3334



Troll's
Lajiw
Pogrfraiis

Biaochl and @hite or foll oolor
pertraits of ypoor Tlaverite
charaster or orcatere.

B & W prices: Celer priocs:
RS 8300 4 R 5§ $5.00 -
38 B 4 81300 S5 =% 11 £52000 = 4
85 R 1f $2000 835 ® 1 $25.00 ‘
Bend SHSE to:
Troils Lair Portraits

P.0. Box 489

Goreha. CH 95302

All portralts arc donc eon
heavy stiochi Bristel Board
with permanent Iph and
radtapt dpcs (fer c¢olor
poriraiis).
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